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FROM THE EDITORIAL STAFF 


Hello everyone and welcome to the third edition 
of the Paladins Community Magazine! We area 
completely community driven project made and 
maintained by people who love and enjoy the 
game, just like you! 


We're kicking off this month with a way to 
change up the way you approach the game with 
a slightly unusual build for our most beloved 
sovereign: Bomb King. Instead of focusing on 
damage, damage, DAMAGE, this loadout is 
more focused around being a team player and 
making your allies’ job easier. 


There’s been plenty of shaking up done by the 
development team as well with the release of 
two new Champions: Torvald and Maeve. These 
complete polar opposites are broken down in 
detail in the ‘new’ series Who Is. Parentheses 
are appliccable because the idea is completely 
ripped from the SMITE Official Magazine. 


In a change of eSports pace we’re taking a 
look at the tournament experience of a couple 
of staff members, sharing their trials and 
tribulations so you know what to expect when 
you want to dive into tournament play yourself. 


Of course we couldn’t skip over the invitational 
at HRX 2017 in January, as we couldn’t cover 

it last month due to deadlines and such. The 
bright side: you get to relive all the action, hype 
and energy all over again! 


As always: sit back, relax, and enjoy the third 
edition of the Paladins Community Magazine! 


Steve Greenfield Jorg van der Velden 
Managing Director Editor 


Lreenfield 


aD) NTO) SIVANE 
Editor-in-Chief: Steve Greenfield 
Editor: Jorg ‘GreyAethelwulf’ van der Velden 


CONTENT CREATORS 

Staff writer: Jawwaad ‘Pangdemonium’ Flaendorp 
Staff writer: Jacob ‘WordsWinWars’ Russell 

Staff writer: Jorg ‘GreyAethelwulf’ van der Velden 
Staff writer: Clive ‘Housefly’ Dorrington 


Photography: Jorg ‘GreyAethelwulf’ van der Velden 


DESIGN 


Lead: Jorg ‘GreyAethelwulf’ van der Velden 


yn 


CONTENTS 

From the Editorial Staff 

Against the Grain: Set Up King 

Grover the Misplaced Tree 

Who Is Torvald 

Who Is Maeve 

A Look at Fashion in the Realm: Cosplay 
Tournament Experience 

HRX ‘17 Paladins Invitational 


Paladins Community Magazine Issue 1 


The Game On Magazine 


CONSOLE BETA SIGNUP 


fa) XBOX ONE a Psa. 


SET UP KING 


Li hah bg basisdccccdddccacccccdccccccccccccdaacadadaadcaadadadde By Jacob Russell (MMLC iil 


YOU GUYS KNOW WHAT AGAINST THE GRAIN IS BY NOW, IT’S WHERE WE GET CRAZY AND 
FLIP EVERYTHING YOU KNOW ABOUT A SPECIFIC CHAMPION ON ITS HEAD AND STILL WRECK 
NOOBS! After starting this series with a Frontliner and a Healer, we now move to the role 
your random teammates love to instalock: Damage! People instalock damage champions be- 
cause they love to watch the enemy health bars go down quicker than your self-esteem after 
missing a Cassie ult (It can’t miss, that’s why it is sad). Bomb King is no exception, as anyone 
who has played Paladins has gotten one-shot by him and questioned the meaning of life af- 
terwards. My goal, though, is to change up Bomb King to where he focuses less on one-shot- 
ting and more on setting up kills for his squad! As a new addition to this series, we are includ- 
ing the “Most Popular” loadout according to http://paladins.guru/builds. 


Most Popular Bomb King King’s kit is centered around AoE damage, 


The consensus among our community is that it is important not to get caught in your own 


a Bomb King loadout should be centered barrage, or “shooting yourself in the foot”, as 
around hitting your basic attacks, Sticky the saying goes. Writing that sentence made 
Bombs, while keeping distance from your me think of this CS:GO highlight that is com- 


opponents using your Poppy Bomb. If you had_ pletely unrelated, but it does reinforce my 
to describe this “Most Popular” loadout with previous point: Link. So, Bomb Shelter | re- 
one word, it would be “safety.” Since Bomb duces the damage you take from your Sticky 
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MOST POPULAR BOMB KING 


— 
ACCELERANT Ill 


Bombs by 25% so you aren’t worried as much 
when you're in a close quarters fight. You 
would rather not be in a close quarters fight, 
as you’re a squishy backline DPS, which is 
where Accelerant III comes in. Poppy Bomb is 
your main escape tool, and this card makes 
it 24% more effective. Now if only we could 
reduce the cooldown of our improved escape 
SO we Can get more value from it. Oh wait, 
Backdraft II does just that by .2s for every 
Sticky Bomb you detonate. A problem you 
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could have with all of this self knockback is 
that you will be too far away from the team- 
fight to contribute the needed damage. In or- 
der to remedy this, Air Blast Il gives you 30% 
more Air Control so you can choose where 
you want to position yourself. If you’re in a 
good position, you can detonate more Sticky 
Bombs, lowering the cooldown of your next 
great escape. Since you’re already aiming to 
detonate as many of them as possible in or- 
der for your team to win each fight, why not 


a 
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get healed for it? King’s Court IV answers that 1 would heal him 300 health per kill. By that 


question by healing you for 60 health for ev- 
ery Sticky Bomb you detonate. Not that you 
will need that healing with all that mobility, 
right? That’s the idea. 

On the item side of things, Morale Boost is 
certainly the best choice for Utility if you ask 
me. Since most of your damage is reliant on 
your basic attacks, Chronos doesn’t do as 
much as you think. The only ability you’re 
going to constantly use is Detonate, and that 
doesn’t have a cooldown. It has been appar- 
ent this loadout is about safety, so you defi- 
nitely have to consider your Defense options. 
This honestly always comes down to enemy 
team composition, which | talked about at 
length in PCM #1. All champions will always 
have the choice between Cauterize and 
Wrecker, but | think Deft Hands does won- 
ders on Bomb King. You’re reliant on basic 
attacks, so why not have them more often? 
As for healing, the choice is between Kill to 
Heal and Life Rip. Bomb King’s Sticky Bombs 
deal 900 damage, meaning that Life Rip 1 
would heal him for 90 health while Kill to Heal 


math, | think Kill to Heal is always better un- 
less a majority of the enemy team is grouped 
up in a small area. 


Set Up King 

The previous loadout was all about being 
safe while carrying your team with your raw 
burst damage. This is cool and all, but | am 
a Support main in SMITE, so | admit that it 
is a lot of fun to watch your teammates fill 
the kill feed. In order to get that to happen, 
you have to get rid of the things that sepa- 
rate your team and those kills. A main thing 
is Shields, which is why you’re prioritizing 
Doomsday IV and Countdown IV. Doomsday 
IV is going to make your Grumpy Bomb deal 
40% more damage to shields (800 damage 
to 1,140). Speaking of percentages, why not 
reduce the cooldown of Grumpy Bomb by 
33% with Countdown IV (12 to 8 seconds). 
Grumpy Bomb is also a 2s stun, meaning that 
a lower cooldown will make finding kills eas- 
ier for your team. Fallout Il is in this loadout 
to reward you from getting the most out of 


ive 


Yu Mad) eo | 


cAUMPY BOMO 


| Reduce the cooldown of | 
Grumpy Bomb by 4§ 
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the previous cards, in that the cooldown of 


Poppy Bomb (a knockback ability) is reduced 
by 2 seconds for every person you stun with 
Grumpy Bomb. Another way you can lower 
the cooldown of Poppy Bomb is by detonat- 
ing Sticky Bombs, as Backdraft | does so by 
.1ls per detonated basic attack. Lastly, Poppy 
Bomb is getting a necessary boost with Jolt | 
in that it now explodes on contact and knocks 
back enemies 10% farther. Poppy Bomb will 
come up often, meaning that you can send 

a lot of enemies flying away from the point 
while your team slowly climbs to victory. If 
you're going up against a lot of tanks (5 tanks 
is acommon troll composition casuals), this 
build is perfect! You still deal decent damage 
while also opening up the shield heavy ene- 
mies to your other DPS champs. 


Your defense and healing items will be the 
same with this loadout (see the guide in PCM 
#1 about item counter building, | promise 
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you it helps). The main difference lies in your 
utility item selection: you’re relying on your 
abilities to set up kills for your team, so Chro- 
nos is a better option than Morale Boost. Deft 
Hands isn’t a good option since your main ob- 
jective with this loadout shouldn’t be kills. You 
want to get either Cauterize or Wrecker, the 
ones that help your team more, keeping this 
loadout on task instead of straying towards 
the traditional Bomb King. 


| left you guys with some amazing Pip me- 
mes last time, and | didn’t want this series to 
peak like that for just one month. Although 

| couldn’t get another ear shattering chorus 
of chickens, | managed to pull a few strings 
over at /r/paladins in order to present you 
with this, that, and the other one. Have fun 
with this loadout and checking out what the 
game's subreddit has the best to offer! 


By Jacob Russell 
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GROVER 


LLL i ih bbb sd ddcicddcdccacdddccacccdcccdacacdadaacadaddaadacaadadde By Jawwaad Flaendo rp MMMM“ dh hihi 


“Last thing | remember is being on the Battle- 
ground of the Gods, entering a portal created 


Shelled beast. I’m not used to fighting by 
myself, as | usually just followed Sylvanus’ 


by the god of portals, Janus. Now | find myself orders. | frantically looked around for a 


here in strange world which is not my own.” 


Exiting the portal, | could feel that | was no 
longer on the Battleground of the Gods. This 
territory felt strange, it was unfamiliar and 
this was not my home. As | got to grips with 
my surroundings, | noticed that my partner 
Sylvanus was not here with me. “Maybe he 
got flung out somewhere else”, | started 
thinking. Before | could adapt | noticed 

this giant turtle and elf standing in front of 
me. Without hesitation, | charged forward 
proclaiming that “Il am Grover!” 


The turtle did not flinch, but he went into 
a rage and the elven girl had some clones 
surrounding him constantly healing the 
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weapon of some sort while the turtle charged 
in, feverously swinging his massive anchor. 
Nature guided me to an axe stuck in a nearby 
tree, and | thought about how this is normally 
used to destroy nature. But now, this axe 
was going to help protect nature. | did not 
know if they were friend or foe. | thought to 
myself about what the game designers may 
have thought of this time. As we continued to 
battle to a stalemate, cooler heads prevailed 
and we ceased the fight. | introduced 

myself and explained my situation to them. 
The turtle called himself Makoa and it was 
followed by a prompt introduction by the 
elven girl who called herself Ying. 


| was told that they were looking for another 
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elven girl, Skye, as they believe she might have the answers to their questions. They invited 
me to join them in finding her. | declined as | was still unsure if my comrade, friend and 
partner Sylvanus was here in this world. Ying told me that there might be somebody who can 
aid me in finding the answers to my dilemma. | was informed of three individuals who would 
be able to assist me with this: the first is a tall old elf from her village brandishing a runic 
gauntlet, the other a dwarf with technical knowledge utilizing turrets, and the last one would 
be a goblin and his robotic partner. | thanked them for this information and set off to find to 
find those three individuals. The forest guided me to the dwarf’s village and | discovered that 
he’s not the most popular amongst his kin. | searched 
around frantically and was met with more frowns and 
disgust by just mentioning him. Finally one person 


gave me a name and pointed me to 
his location, on the outskirts of 
town. He was called Barik 
the Turret Master and | 
was on my way to 
see him. 


To be continued 


in the next issue... 
Stay tuned! 


The Ga 
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TORVALD 


Li hsb bbs rdiecicddcdcdacccdccacccdacccdadacdadaacadadadaadacaadaddde By Jorg van der Velden @kxL&M@MMUUM“M“M“Mii 


Who Is is a series that introduces and breaks down the latest Champions that have been 


added to Paladins. With Hi-Rez’ ridiculous release schedule for this year (they want to release 


at least 15 Champions), we'll be seeing a lot of back to back releases, and this month isn’t 


any different. Let’s start with the ‘oldest’ of the newest releases: Torvald, The Runic Sage! 
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If you like big dudes, elves, and nerdy 
characters, Torvald’s got you covered. The 
granddaddy of Paladins is a tanky frontliner 
that adds some interesting new mechanics 
to the game that took a little while for the 
community as a whole to get a hang of. 


I’m getting ahead of myself though, so let’s 
break down his kit and see what this beefy 
geek brings to the table. 


Torvald’s LMB (left mouse button) Gauntlet 
is a channeled beam that locks onto a target 
and deals damage every 0.1 second. The 
payoff for this ‘cheating auto-aim’ mechanic: 
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it only deals 50 damage per tick, for a grand 
total DPS (damage per second) of 500 and 
the range is ridiculously short. Gauntlet has a 
‘clip size’ of 50 with a decently long ‘reload’ 
animation, resulting in about 2500 damage 
over 6.5-7 seconds if the enemy stays within 
range the entire time. Given the general 
mobility of most Champions, this will rarely, if 
ever, happen. 


This is largely why the initial community 
reception of the champ was so lukewarm, 

as he cannot contribute any real damage 

to the team like the other frontliners can. 

He compensates that royally with his utility 
though, as you’ll when we get to his Q, F, and 
E, 


Before we get into those, we need to cover 
his RMB (right mouse button) Recharge. 
Unlike any other Champion in the game, 
Torvald has a permanent shield (at a 
delicious 6000 capacity) from the moment 
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the game starts. However, the shield doesn’t 
automatically regenerate like health does. 
That’s what Recharge is for, as it recharges 
his shield (bet you didn’t see that one 
coming) by 850 per second for 2.5 seconds 
or 2125 in total. This means that you’ll need 
to spend three uses of Recharge to get his 
shield back fully, or about 37 seconds in total 
(at an unlowered 10 second cooldowns). 
Luckily, when aimed at an enemy shield, 

the shield restore per second is boosted 

to a whopping 2000, getting almost all of 

his shield back in a single use while at the 
same time shredding through the opponent’s 
shield. One thing to keep in mind: Recharge 
is an ability and not a weapon attack. It isn’t 
boosted by Wrecker. So sadly no OP shield 
wrecking beyond what Recharge already 
does. 


While Recharge provides quite a bit of utility 
already, it pales in comparison to his Q: 
Protection. Protection places a 2000 health 
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ARIELLE 


Shield on an ally for 2 seconds, and all you 


need is line of sight, allowing you to save 
your allies wherever they are. The 7 second 


cooldown ensures it’s almost always available 


when you need it, which can be further 
pushed down through the use of cards and 
Chronos. You can even upgrade the effect to 
provide movement speed to the affected ally, 
further increasing the life-saving potential of 
this ability. 


But wait! There’s more! Torvald’s F Runic 
Blast is a short range AoE (area of effect) 
blast that silences and disarms all enemies 
hit for 1.5 seconds. Let that sink in for a bit. 
For 1.5 seconds, all you can do is walk. Sure, 
the cooldown is 14 seconds but that still 
means you can have an almost guaranteed 
kill every time it’s up! Combine this with 
some form of displacement, like Makoa’s 
Dredge Anchor, and you have a very scary 
combination. This especially hurts characters 


Paladins Community Magazine Issue 3 


like Evie that rely on skills and mobility for 
their survivability, and small health pools are 
easier to burst down in the 1.5 seconds that 
they’re vulnerable. 


Speaking of displacement, Torvald is the king 
of knocking people around the second he has 
his ultimate, or E if you like, Hyper Beam. For 
2.35 seconds he channels the aptly named 
Hyper Beam that knocks back enemies 

and deals the same damage as his LMB. 

The game changer: it has unlimited range. 
Pushing people so far out of bounds they hit 
the invisible wall at the end of the level is 
now actually possible.The only drawback is 
that your movement drops to the same slow 
grind as Ruckus’ ultimate Hexa Fire, so you 
need to have positioned yourself properly 
before using it. 


With all this utility Torvald has to make some 
sacrifices somewhere, and that is mainly in 
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solo tanking ability and mobility. While he 
does have a huge shield around him, and 
some self sustain through Recharge, these 
are easily destroyed by any character with 
Wrecker. The lack of a deployable shield and 
mobility skills means the moment he’s caught 
out, he has no way to protect himself and 

get out of dodge. This makes capping a point 
risky at times, as you have no way to get out 
when the enemy team collapses on you. 


As a result, Torvald is best picked alongside 

a second Frontliner and a Support, and plays 
as someone who falls in between those two. 
Especially good matches are Makoa and 
Mal’Damba. Dredge Anchor into Runic Blast 
leaves enemies in an extremely vulnerable 
position, and dropping a Protection on 

a Makoa in his Ancient Rage creates an 
incredible monster. Protection also synergizes 


rw 
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extremely well with Mal’Damba’s Mending 
Spirits and Gourd, which are both HoT (heal 
over time) effects. Casting Protection ona 


low health ally as Mending Spirits heals them 
under the shield can save even the most out 
of position ally from certain death. 


Granddaddy Torvald is an amazing addition 
to the game, opening up new strategies and 
compositions to play around with in both 
casual and competitive games, while also 
providing a different kind of play experience 


to those who pick him up. 
By Jorg van der Velden 
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MAEVE 


OL By Jorg van der Velden @M&0LM@MMMQU“M“lMiii 


If you don’t know what Who Is is, SHAME ON YOU! GO FLIP BACK A COUPLE OF PAGES AND 
READ THAT INTRODUCTION! Just kidding, just kidding. Who Is is a series that highlights and 
breaks down the latest characters added to Paladins. With Hi-Rez’s insane release schedule 


of 15 champs this year, this double feature thing will happen a couple of times. Now, without 


further ado, let’s take a look at Maeve of Blades! 


Ah Maeve, how doth | describe thee. As the 
lovechild of a cranky alley cat and a hamster 
on crack, that’s how. Maeve is FAST. She is, 
without a shadow of a doubt, faster than 

any other Champion in the game by a wide 
margin. Which comes with both its pros and 
cons, but more on that later. 


As you might have guessed, let’s start with 
her LMB (left mouse button) Daggers. Every 
second Maeve throws two daggers in quick 
succession that each deal 450 damage. 
The daggers have quite a bit of projectile 
drop off on longer ranges, so aim above the 
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enemy when they’re a bit away from you. 
There’s no damage fall off attached to the 
weapons though, so if you can hit enemies 
on long ranges you can still do a fair amount 
of damage. Daggers also has no reload 
animation (unless you want to count her 
grabbing two new ones, but that doesn’t 
really count), so as long as you hit your shots 
she has a pretty decent DPS of 900. 


The DPS is kind of irrelevant though, as 

Maeve is very much a burst character that 
wants to find and kill her target as quickly 
as possible. Her RMB (right mouse button) 
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Pounce is a key component of that. Pounce 

is a very quick dash with good range that 
deals 600 damage and bounces Maeve back 
when it hits an enemy. The bounce sends you 
back in the exact direction you came from, 
so take that into account when you want to 
dash into someone's head. Pounce is the only 
damaging skill Maeve has, but this doesn’t 
hurt her damage output in the slightest. A 
double Daggers hit into Pounce into another 
double Daggers hit is 2400 damage ina 

little over a second. That’s enough to kill any 
Champion that is not a frontliner. 


Oh, and it resets her double jump. Did | 
mention she has a double jump? Because 
Maeve HAS A FRIGGIN DOUBLE JUMP! This 
means that without any skill usage she 

can reach places and cross gaps that other 
champs cannot, and some like Victor or Tyra 
just cannot reach at all. 


Before we get into some insane interaction 
between the double jump and her F Prowl, 
we need to cover the madness that is her Q: 
Nine Lives. And madness it is, as aside from 
healing for 500 it also resets the cooldowns 
of both Pounce and Prowl. Which means that 
after an animation that lasts about a second 
you can repeat the Daggers and Pounce 
combo again for an additional 2400 damage. 
That is 4800 damage in about three seconds! 


Before you start screaming “OP!”, this is a 
perfect scenario in which you hit every single 
shot, which is hard to do with the little bit 

of a delay between the daggers firing, and 
surviving a fight for 3+ seconds. Which can 
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be tricky when you got the short end of the 
stick health wise. Avoiding damage is the 
only way she can survive for any length of 
time. 


Good thing that Prowl, her F, makes that a lot 
easier. Prowl increases Maeve’s movement 
speed by 80% and increases her jump height 
for 4 seconds. Remember that double jump 

a little bit back? That just got a lot more 
powerful. Couple that with how Paladins 
carries over momentum with jumps and 

you have an extremely long lasting mobility 
Skill that can get you all over the map at 
incredible speeds. A Prowled double jump 
followed by a Pounce is the biggest distance 
any Champion aside from Evie (who cheats 
because she can fly) can cover in the air. An 
important aspect of Prowl is that it’s canceled 
the moment you attack or use another ability, 
though if you’re in the air you will carry any 
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momentum you have built up until you land 
or use Pounce (which resets your momentum 
after casting). Regardless of the little clause, 
it’s safe to say that nowhere is safe from this 
scrappy little girl. 


Maeve’s ultimate, or E, Midnight is a new and 
interesting mechanic ‘inspired’ by Hi-Rez’ 
SMITE. If the phrase ‘non-global Xbalanque 
utl sans stun’ makes sense to you, you can 
Skip to the next paragraph right here. If not: 
Midnight shrouds all enemies within 300ft in 
a bubble of darkness, limiting their vision to 
30ft around them for 4 seconds. The vision 
range is indicated to allies by a pinkish circle 
around the enemies, so you know whether 
or not they can see you. Midnight is an 
amazing ganking or ‘run away with your 

tail between your legs’ tool, as the vision is 
extremely limited and makes it hard to track 
any character, let alone a Prowling Maeve 
zooming around at 180% base speed. 
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Now it’s time to dive into those pros and cons 


| mentioned at the start. Well, cons mostly, 
as we've covered the pros with the ability 
descriptions. Maeve’s speed can be hard to 
control at times, and she’s most effective 
when played aggressively and frantically. This 
results in a near constant overload of info 
that’s being dropped on your screen, making 
it easy to lose track of people, terrain and 
positioning. | can promise you more than one 
Maeve has accidentally suicided herself off of 
a cliff due to a missed Pounce. 


She’s also at the bottom end of the health 
pool totals with a measly 1800, meaning 

Sha Lin just needs to sneeze in her general 
direction to get her down. Catching her, while 
tricky, almost guarantees her death, as does 
any form of CC (crowd control). 


If your Need For Speed is real, Meave is your 
girl of choice. I’m not sure she’s old enough 


to drive though. 
By Jorg van der Velden 
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A LOOK AT FASHION IN THE 
REALM: COSPLAY 


UULUCULULULULUULULULLLULULUMAAUALA Add ddd dtd dd ddddddl WUdddddddddddldte WULUAULUALMUMLAA Add td WUdddddddddddldte “¢ By Clive Dorrington “iiaiiitiilttdd 


We have seen some amazing Paladins cosplay at HRX2017 but! realized that a few champi- 
ons have a knack for the subculture as well. | know that might be hard to believe, but gen- 
erally we see these champions cosplay all the time. Not as each other of course (although 
it would be awesome to see Fernando cosplay a sexy gender bent Ying but that would be a 
little too Meta). 


The champions are not afraid to dress up for 
an occasion. We saw it first when Bomb King 
donned the pumpkin king outfit for Halloween 
and even Androxus got into the festive spirit 
with his very classy reindeer antlers. So why 
not let that occasion be a niche Star Trek con- 
vention or something similar? Besides, cosplay 


Code Green Viktor 

Imagine the clear cut straight to business 
man that is Victor: efficient, deadly, and 
disciplined. Now imagine he has a super- 
secret guilty pleasure in the form of vintage 


toy collection. When the antique road show 
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is in town featuring jack-in-the-box, porcelain 
dolls, and of course little green army men, 
you can be Sure Victor is first in line. Is it 

any surprise to expect from the man that 
gives 110 percent in everything he does to 
go half ass a cosplay of his favourite plastic 
figurines? We even see him playing with them 
in his emote. He is simply getting in touch 
with his inner child. Well done Victor, way to 
represent. 


Genie Ying 

Cosplay is all about getting into character. 

If we see Ying do her genie thing she ... 
seems really different. Not only is she a great 
method actress, but she has a great eye for 
detail. With three different head accessories 
and weapons, she loves to bedazzle every 
inch of that costume until the very word 
subtlety is left meaningless. But, I'll be a 
wombat’s cousin twice removed if she does 
not look fantastic doing it. 


| have always imagined Ying as a bit of a 
bookworm, so if you who thought she was 
cosplaying a rendition of Robin Williams’ 
“Aladdin” then think again. Ying is clearly 
going back to the source material here with 
the original Arabian Nights published in 1706 
(don’t quote me on that). 


| mean libraries used to have author 
appreciation days all the time (remember 
those things, libraries? You know with paper 
books and shelves and stuff?). Of course you 
don’t, you’re reading a digital magazine after 
all! Genie Ying is just a very impressive first 
place entry into the costume competition 
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with the theme “classics from around the 
world”. 


Ares Fernando 

Here we have the textbook example of 
cosplay. We should have noticed from day 
one. Are you ready to have your mind blown? 
Fernando is cosplaying the character Ares 
from that game SMITE. | am sure some of you 
might have heard about it. He does a really 
great job although definitely more handsome 
... at least 3x more handsome. You know, 
now that | think about it, someone might 
have been cosplaying as Fernando in his Ares 
“cosplay” at HRX2017, did anyone even stop 
to ask? 


Well there you go. ?Undeniable proof that 
some of the champions in Paladins are geeks, 
which makes them 100x more relatable in 
my book. Maybe there should be a red carpet 


ingame like at HRX! 
By Clive Dorrington 
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TOURNAMENT EXPERIENCE 


Li ih bbb sssdsibddcdddddddcddcccccccccccecdceeeceeedeccaddddadaddacaddaddada By Jawwaad Flaendorp MMMM“ “adh hhh 


A few weeks back myself and Housefly, a fellow PCM staffer, decided to enter the GGN Paladins 


Frozen Frenzy tournament. I’m here reporting back on our experience and hopefully give you 


some tips for competitions. 


Being our first tournament, | would lie if | say 
that we weren't a bit nervous. It didn’t help 
that we had to assemble a team in a few days 
and still manage to play practice matches as 


a team, but we made the best of our situation. 


We put in a few hours of practice, but not a 
tremendous amount, and decided on roles 
we would play. | might add that we didn’t 
expect to win the tournament, as we did not 
have enough time to practice as a unit and 
we would’ve been comfortable just reaching 
the second round if possible. GGN did a really 
stellar job of organizing the event and their 
communication through Discord to the team 
Captains was on point. 
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Match Day 


Match day arrived and we got together on 
Discord 30 minutes before we were scheduled 
to play, going over strategies and picks. 

We were anxious, waiting for our match to 
start. Whilst we were waiting we got to see 
the brackets and did a little research on our 
opponents through the Paladins.guru website. 
We checked out champions our opponents 
frequently played, account levels etc, just to 
give us a little bit of a strategic advantage. 
As the time of our match approached, we got 
ourselves into a groove and focused. It’s the 
time of our match, but unfortunately we got 
a bye and automatic draft into the second 
round.Which was a good and bad in a way. 
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We reached our goal of reaching the second 
round but we did not get to see how we would 
function as a team. 


The second round we were up against a team 
called Legacy, we did our research again and 
thought we might just make it to round 3.The 
account levels on our opponents weren’t 
particularly high and that lulled me into a 
state of false confidence. Onto the match: we 
chose two tanks, a healer and two damagers 
in rebuttal to two healers, two tanks, anda 
damage dealer on our opponent’s side. From 
the onset of the match, the difference of team 
play was apparent. The enemy team was 
playing like a unit, but we tried to do so and 
failed. The game was over in 10 minutes, with 
us failing to stop any push. The enemy team 
synchronized their ultimates well, ensuring 
that we were easy pickings, especially with 
Pip’s Evil Mojo into Mal’Damba’s ult. All of 
that on top of Ruckus’ Hexafire meant that 

a majority of our team would die every 
teamfight. It was an amazing display of 
teamwork, 

and Legacy 
would go on to 


win the whole 


Paladins Commu 


FP 


tournament. They were an amazing team 
and we didn’t feel bad afterwards. We knew 
not having ample practice sessions would 
cost us and it did. My teammates were a 
pleasant bunch and we accepted our defeat 
but we gained some valuable experience and 
knowledge from this. 


The Experience Gained 

We gained a tremendous amount of insight, 
experience and strategies though our brief 
stint in this tournament. | will share 


what we've learned and hopefully 
it will make your tournament 
games a little bit more 


=~ \ 
a / 
a 


of 


j 


interesting. 


. 
/. 


~ 


a. 
v 
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Firstly: 
practice, 
practice, 
practice, 
| can’t stress this enough. We had 
our team assembled a week before 
the tournament and did not have 
much time to practice as a unit. That 
ultimately cost us as nobody was bad 
we just lacked synergy. We all could play 
the game fairly well but with no synergy 
and not having time to figure out how some 
teammates play certain champions harmed 
US. 
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Secondly, learn to play Androxus or Evie at 

a decent enough level. Nobody on our team 
was comfortable playing either of them. The 
reason this is important is that a lot of players 
we checked out on Paladins.guru could play 
them fairly well and we could not take away 
those picks in draft. My team could play a lot 
of champions fairly well but those two were 
the ones we all could not. 


Do not enter tournaments expecting to win the 
whole thing. Take every match as it comes and 
never underestimate your opponents. We took 
the matches as they came with high spirits 
and did not underestimate our opponents. 


Do not get lulled into overconfidence and stay 
focussed on your next opponent. I’m guilty of 
this as | got a bit too overconfident after we 
made the second round and thought we might 
just be able to win this tournament. That 
impacted my game heavily as when it started 
| was like a deer caught in the headlights. 
Playing Sha Lin this was less than Ideal as | 
made a lot of mistakes and | missed a lot of 
my shots due to the overwhelming nature of 
the opponents’ teamplay. 
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Levels mean nothing, | mean nothing. Do 


not check Paladins.guru and believe that the 
low levels mean that the players are bad. 
Just because they don’t play the game a lot 
doesn’t mean that they aren’t good players. 
They might have experience from other 
shooters or are just naturally good at the 
game. 


Hone your skills and play as many champions 
as you can at a good level so that in future 
you’re not stuck with a limited pool of 
champions. 


Communication is key, get on Discord 

with your team and always communicate 
intentions. You should also remember that 
the point of the game is to have fun, so don’t 
rage. 


Overall, I’m satisfied with what we achieved 
in this tournament. We obtained valuable 
knowledge which will aid us in future 
tournaments. | would also like to say thank 
you to all my teammates, | definitely had fun. 
[VVGG] Good Game! 


By Jawwaad Flaendorp 
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HRX “17 PALADINS INVITATIONAL 


OL ih bh ssa iddciicdddcddcddcddcdccccceeceeeeeeddceaddadadddde By Clive Dorrington MMMM «adh 


The final round of the final game 
as the payload cart turns 
the corner the capture point 
comes into view, the finish 
line. The two teams on 
the stage at the Cobb 
Energy Theatre kick 

it into overdrive and 

the almost 2,000 roaring 
fans are on their feet cheering 
the players on fuelling the action. A 
drop in the bucket compared to the tens 

of thousands of spectators at home and 

at the viewing parties on the edge of their 
seats. The commentators are shouting into 
their headsets are barely able to contain the 
excitement as Burrito Gaming and District 69, 
Europe’s top two teams and archrivals, make 
history at the first ever Paladins Invitational. 


Paladins Community Magazine Issue 3 


PALADINS 
| | qualifiers that lead these 
IN VI TAT |! 0 N AL eight teams to clash 


As with all destinations worth 
reaching, there is a worthwhile 
journey. The road to the 
Invitational started months 


ago. Over eight weeks of 


in two days of groups 
stages and a day of semi- 
finals. Spectators got to see some 
of the greatest games of Paladins 
being played to date. It was enough to 
get the blood pumping. 


The first group stage on Friday consisted of 
Match Point, Black Dragons, Team QG, and 
District 69. District 69 went to work and 
secured the top spot in the group stages as 
well as their spot in the semi finals. Team 
QG from China scored a win against Black 
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Dragons but unfortunately both teams were 
knocked out when Match Point got the second 
semi finals spot with a stellar performance 

on day 1. The highlight of the day was seeing 
District 69 and Match Point battle it out. Two 
world class teams we rarely get to see face off 
against each other. 


The second round of group play consisted of 
Team Eager, Burrito Esports, Nocturns Gaming, 
and Abyss. Burrito won all their matches in the 
group stage for a slot in the semi finals. Abyss 
won their matches against Nocturns as well as 
Team Eager. Abyss was Sure to shake up the 
semifinals with their unorthodox playstyle. 


The format for the semi finals and grand 
final would be a single elimination. District 
69 vs Abyss kicked off the first semi final 
match of the day. D69 secured the victory 
and MatchPoint faced Burrito. However, 
considering their loss against D69 in the 
group stages, the analysts weighed in favour 
of Burrito. There predictions seemed to have 
been on point as MatchPoint bit off more than 
they could chew. The game was likely the 
most viewed match of the entire tournament 
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close to 30,000 
viewers on twitch 
at one point in the 
match. 


With the eyes of the legions of Paladins fans 
on them, the two European teams settled in 
for a best of seven in the Grand Finals. Frog 
Isle was picked first and District 69 took the 
first game 4 - 0 as well as the second 4 - 3. 
The game seemed to be in the bag for District 
69 with two wins out the gate but the Burrito 
players were finding their feet as it became 
harder to counter their plays and the third 
match went to Burrito 4 - 2. The snowball 
continued to grow as Burrito rolled over D69 
in the following game as the score gap got 
wider with a 4 - 2 victory. Heading into game 
5 and both teams were tied as fans settled in 
for the long haul. District 69 secured another 
victory and the next map to be played would 
be Jaguar Falls. D69 needed one more win so 
the pressure was on. 


Going into game six, D69 opted for Makoa, 
Sha Lin, Androxus, Pip, and Mal’Damba, 
an unorthodox composition to say the 
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least. Burrito went for a more mainstream 
composition with Evie, Fernando, Ruckus, 
Cassie, and Ying. Burrito seemed to be a 
different with a 4-0 win and the stars aligned 
as we got to see a game seven returning back 
to where it started, on Frog Isle. 

A short intermission was taken for the teams 
to collect their thoughts. Some sat in quiet 
contemplation as analysts discussed the 
plays and players while other stayed focused 
on their monitors keeping their heads in the 
game until the very last second. 


In the final game, the teams comps were 
perfectly switched as Burrito played Makoa, 
Cassie, Sha Lin, Pip, and Mal’Damba while 
District 69 had the Fernando Ruckus Combo 
with Ying on support. 


The game was unforgettable, and D69 put 
up an incredible fight, but Burrito sub known 
as bonkar was on fire with a 23/3 kill death 
ratio. During the final capture from Burrito, 
he started off with a triple kill while already 
being ona kill 
streak, Immortal 
x11, Godlike x13, 
and the point 
gets captured 
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and the push begins while D69 regroups. 
They manage to push back but not for long as 
Burrito pushed back harder as they manage 
the push the cart into the final stretch while 
keeping D69 tucked in their spawn room. 


The crowd erupts; Burrito was on their feet in 
celebration. They had just won the Paladins 
Invitational and gave fans a show they will 
not forget. Bonkar was awarded with the 
most valued player award with his incredible 
performance on Sha Lin and consistant plays 
throughout the tournament. 


What a ride, and to think the game has not 
even officially launched yet. If this is only the 
beginning of what fans can expect then | can’t 


wait to see what 2017 has in store for us. 
By Clive Dorrington 
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